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“The word ‘epic’ Is rarely 
applied to the racing 
genre, but it seems 


appropriate here” 
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v's been alittle over two years since the release of 
Forza Motorsport 2, and turn 10’s racer still has a 
thriving online community. More importantly, it’s still 
one of the very best racers On the 360. 

Until now. Forza 2's still a great game, but it’s been 
completely superseded by this supreme sequel. With 
more than 400 cars and over 100 circuits across 22 
tracks, it dwarfs its predecessor in terms of content, not 
to mention all other racers on the console. Little wonder tt 
arrives on two discs, with the second holding a whopping 
1.9Gb of extra data Turn 10 just couldn't squeeze on the 
first. The word ‘epic’ Is rarely applied to the racing genre, 
but it seems appropriate here. 

Running at a constant 60 frames per second, with a 
physics engine working at an incredible 360fps, it’s a 


technical powerhouse, too - you simply won't find a better —- i ae ae “. 7. 


\ \ tells us how Forza 3 
' . outstripsi 
looking or smoother racing experience on consoles. —_— . ps its predecessors 
Yet away from these admittedly impressive facts and 


re 1 ; : 
figures, it’s the core racing experience which makes Forza a “e ' ~ 
so great. As director Dan Greenawalt says: “We've made a =m = _~ _— ~" The F , 
game that is as realistic as a professional race team’s a sf - Fs Se > e F2 driver talks about 
custom simulator, but so approachable even Our sons and — e _ her role as Forza’s 


daughters can play it.” He’s not wrong — Forza offers a techni - 
something for every skill level, whether you've never by 4 cal advisor ® 
7. 


= 4 Hands-on with the fini 
version of Forza 3 “ 


- Turn 10’s Game Director 
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played a racing game before, or if your first act ina new 
racer is to immediately turn up the difficulty to the highest ‘i 
level-and remove every possible assist. It’s a wonderful, ae 
well-constructed and accessible simulation — and our : 
exclusive hands-on preview tells you exactly why. 

We've also got an exclusive interview with Dan 
Greenawalt and Formula 9 driver Natacha Gachnang — the | 
Face of Forza who acted as Forza 3's technical advisor. 


Enjoy the issue, 


Chris Schilling -. : RACE VIDEO 
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MOTORSPORT 


Is Turn 10’s highly anticipated sequel the most comprehensive racing sim ever? > 
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> Forza 3 continued 


arketing blurb rarely ventures 
outside the boundaries of 
breathless hype, but 
Microsoft’s impressively 
understated campaign for Forza 
Motorsport 3 absolutely nails the 
game’s appeal. ‘It’s not a simulation’, 


Publisher: . 
claims the classy two-page ad, 
Microsoft Game ‘it’s an invitation’, 
Studios 


That first part might not be entirely 
true - while many gamers will be 
playing at a level that could hardly be 
classed as a simulation, it can be if you 
want it to be. Turn all assists off, ramp 
the opponent Al up to its maximum 
level and you'll have races that even pro 
drivers would struggle to place first in. 
At the opposite end of the scale, you 
can bump and barge your way to the 
head of the pack without worrying 
about taking your right index finger off 
the accelerator, with auto-braking 
correcting your speed on corners. And, 
naturally, there’s a wealth of options for 
the vast majority of players who'll find 
themselves somewhere in-between 


Developer: Turn 10 
Heritage: Forza 
Motorsport series 
Link: http://forza 
motorsport.net/ 
en-us/default.htm 

ETA: 23rd October 
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those two extremes, with the option to 
tweak the settings whenever you like, 
should you find the going too tough, or 
conversely a little too easy. Put simply, 
Forza Motorsport 3 is the racing game 
you want it to be. 

The ‘invitation’ claim, therefore, is far 
from hollow PR-speak. From its clean, 
clear and classy menus to the charming, 
calming yet authoritative voice guiding 
you through the Forza experience, 
there’s one word which instantly springs 
to mind: accessibility. From racing 
novice to wide-eyed petrolhead, Turn 10 
ensures you're well catered for. And it 
doesn’t force you to wait to unlock the 
good stuff, either. Sure, a handful of the 
most desirable vehicles are kept under 
lock and key for the career completists, 
but the Free Play mode allows you to 
take just about any car out on any track. 
Fancy seeing how the Bugatti Veyron 
fares around the twisting chicanes of 
Fujimi Kaido? Forza’s happy to toss you 
the keys for a test drive. 

Structurally, we're on fairly familiar 
ground here. Season Play is a career 
mode in all but name, offering several 
in-game years’ worth of racing events, 
usually offering a choice of three 
different event appetisers in preparation 
for the racing banquet of the World 
Championship events — longer and harder 
races which test the experience © 
you've gained in the shorter interim 
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THE BIG 
PICTURE 


We recommend leaving the braking 

indicator on while you get used to the 

tracks — particularly as you'll need to 
| brake earlier with more powerful cars. 
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> Forza 3 continued 


Forza by Numbers races. In general you'll pick from “The developer 


The facts and stats behind Turn 10’s epic racer events which require your currently 
Pei ected bar others a youl 4 Car efully selects 


visit new tracks, and a third set events to broaden 


which test your driving inabrand =| . ” 

new vehicle. Though this might your experience 

seem like a fairly linear career —— SS 

progression, Cleverly, the developer 

selects events to broaden your finishes in each event, with bonus 

experience of the game, ensuring credits available should you finish to make sure your Car is 

( that the second season plays out first in all that event’s races. Credits | competitive, though if you fancy a 
a very differently to the first- and not are used to buy new vehicles, andto real challenge you can ignore the 

=———— only because you've got faster and upgrade your existing ones. Itpays | game’s advice and race anyway. 


\ 


Though there's no real evidence of rubberbanding, 
you'll always find yourself competing to finish first, 
right up until you cross the finish line. In early 
races you'll likely have one or two main rivals. 
Later, they'll all be putting up one hell of a fight! 


more powerful cars to play with. to keep a bit of change spare for You'll gain extra on top of the 


— a = F = = — 
You'll gain credits for podium events where you'll need to upgrade _— prescribed amount for victory, 
Cars Tracks And more depending on the game difficulty 
~ . — which, of course, varies with > 
s) \) the number of assists you have 


Cars 


There are a total of 407 cars in Forza Motorsport 3, with 7 
initially locked as part of the VIP pack for Special Edition 
buyers. Of the featured cars, the manufacturers with the 
most vehicles are Porsche, with 30 cars, followed closely 
by rival Ferrari, with 29. If you don't know your Scions from 
your Saturns, you're given a brief manufacturer's history 
lesson when browsing your garage, while various 
informative and interesting facts pop up while you're 
waiting for an event to load. Did you know, for example, 
that most American car horns beep in the key of F? 


There are more options than 
ever to edit your photos. 


FORZA MOTORSPORT 3 : CAR DESIGN VIDEO 
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turned on, and how tough your 
opponents are. Aggressive driving 
won't be penalised during the race, 
but you'll suffer the consequences 
thereafter when credits are removed 
for the damage you take. It’s a way of 
gently encouraging proper racing 
etiquette without being too harsh 
should you need to force your way 
through on the final bend to emerge 
victorious. The now-mandatory rewind 
function can also be used without 
significant upgrades and the like. 

It’s perhaps Forza’s generosity and 
breadth that impresses most (see 
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“It gently encourages 
proper racing etiquette 

without harshly punishing 
dangerous driving’ 


Zoom Out 


‘Forza by Numbers’ boxout). Though 22 
tracks might not seem outstanding, 
each has a number of different circuits 
which completely transform the race 
experience, ensuring that disparate 
events often feel like brand new tracks, 
even though they take place in familiar 
locations. The stunning Sedona 
Raceway Park, for example, features 
10 different circuits — the full circuit 
taking you around the stadium and 
outside its gorgeous surrounding area, 
while the club circuit ignores the 
stadium section. Then within the arena 
there’s a NASCAR-esque oval speedway 


Toggle Full Screen 


Previous Page 


personalities - some are quite 


happy to move over, while others 
will jostle for position at a corner. 


Screenshots really don’t 
do Forza’s silky-smooth 
visuals justice. It’s the 


, 60fps frame-rate that 


really brings the cars and 
tracks to glorious life. 
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Rival racers have their own distinct 
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INTERVIEW 


FORZA FORZA! 


Despite a hectic schedule and a restrictive 


> Forza 3 continued waterfalls and lush greenery of interview process, we managed to grab Forza 3's 

“lt mM ight be the Japan’s notoriously tricky Fujimi director Dan Greenawalt for a chinwag about how 
race over five laps, and even four ki acer Kaido circuit, it’s near-constant eye his team’s latest game leaves its predecessor 
straight strip drag races from best-loo Ing f candy. Naturally, the cars are the looking positively prehistoric... 


between an eighth of a mile to a full ! ‘ stars, though — as you progress and 

mile. Meanwhile, the Extreme Circuit we ve ever seen manufacturers line up to throw new For Forza 2 the tyre physics were the stand- 

at Camino Viejo de Montserrat takes vehicles at you, you'll find it hard to out feature on which everything was built. 

in sections of the Ladera Test Track stick with your current car given the Has that changed for Forza 3 or have you 

and the Iberian International Circuit, second, that fluidity makes all the near-fetishistic joy with which the built on it? 

too, stapling the three together for a__ difference, leaving its 30fps rivals camera caresses the new addition to 

long and memorable race through choking in the dust. The attention to your garage. All slow glides, pans Nope we built on it. The issue was that we had the 

some stunning Spanish scenery. detail is incredible, with tracks scuffed and soft fades, it’s like high quality most cutting edge tyres youre going to find in 
Which brings us neatly onto the by tyres and dotted with small oil auto-porn, making even relatively Forza 2 and we actually added more features to 3 

game's visual presentation. It’s no leaks. The trackside detail is second mediocre F-class vehicles look that, to me, makes Forza 2 feel pre-historic. It feels 

exaggeration to suggest that Forza _—_ to none, with some races taking place hugely inviting. so outdated! Other games are barely touching what 

3 might well be the best-looking in areas so gobsmackingly beautiful As in Forza 2 you'll be able to take Forza 2 did - we were running our physics at 

racer we've ever seen, if not the you'll want to pootle around at 20 on _ photos during any stage of a race or 360hz then we added more because we are crazy! 

best-looking game of this console a test drive just to check out the its replay, or even make movies The complex fluid dynamics are an example of 

generation full-stop. Running at a views. From the tight and winding to upload to the game’s online CS some of the really cool things we learned from 

buttery-smooth 60 frames per roads of the Amalfi Coast to the Storefront. Here you'll also be / McLaren and we incorporate that into the game. 

That really only comes from having good 

partnerships..|f all we ever did was sit in our little 

cave and think of these things ourselves we would 

be very limited, but by working with GDC and 

learning from other developers and partners in the 

real world, we can bring cutting-edge physics to life 

on a console for a reasonable price. 


Forza 3 feels a lot more international this 
time around - is that intentional? 


Well, we are big motorsport fans at Turn 10. We 
have a very diverse team from all over the world 
and we employ people in other countries, and that 
of course influences our team culture and our team 
passion. So we kind of have a lot of different 
basses covered just on the team itself. What's 


After a while, you'll be 
looking at each new 
car as a blank canvas 
to stamp your own 
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designer whose work regularly 
catches your eye, or an expert at 
tweaking cars for maximum 
performance, you can instantly 

find their own store again. 

In summary, then, Forza Is easily 
the most comprehensive racer we've 
ever played, offering a way in for 
novices without dumbing down for 
the enthusiast crowd. Its handling 
models are so varied that it’s hard to 
accurately describe how it feels to 
drive, with noticeable differences 
even from the smallest changes to 
the number of assists or to the 
individual tuning setups, but with a 
pleasingly weighty and ‘connected’ 
feel to every car you sit in. It’s a 
game that can be enjoyed even 


you're not saving up for that 
11,000,000CR Ferrari 330 P4, that 
is. The Storefront itself has had a bit 
of a makeover, too — you can now 
choose to upload or purchase vinyl 
groups, designs, tuning setups, rate 
photos or replays, or put your own 
custom-designed cars up for 
auction. You'll be able to visit 
individual storefronts and bookmark 
them as favourites, so if you spot a 


“The tracks provide 
near-constant 
eye candy” 


able to download custom-designed 
decals to decorate your vehicle, or 
purchase cars which budding artists 
have customised. Given the talent 
within Forza 2’s still sizeable online 
community, it’s likely that the new 
game will spawn some pretty 
amazing designs for you to spend 
your in-game credits on. Assuming 
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> Interview continued 


interesting is our take; there’s a lot of cars. We 
could have had way more cars if-we wanted to 

cut corners, like doing different trim and different 
levels of this car and that. We actually try to do 
either the super high-end version or the very 
approachable version and let you tune it up and 
upgrade it to make it how you want, instead of us 
making different versions of it. It’s the same way 
with the race cars. Rather than providing 40 
different liveries, replicating three duplicate copies 
and saying we have more cars — which is fun, | 
suppose — we actually have stock cars in the game 
similar to what's found in NASCAR. It comes down 
to our aesthetic and what we are trying to do. We 
have a community, so rather than put 40 paint 
schemes together ourselves, we'll let the 
community make four million paint schemes. 


You've talked about the Stock Cars into Forza 
3. How does the V8 series fit in? 


That one was actually more commercial because 
our Australian fans reached out to us and said they 
wanted Aussie V8 Supercars in the game. So that 
was one where we were like ‘well, that’s what they 
really want’, so we did it that way. It comes down 
to the sorts of passions that you see in the 
community. Some brands are exclusive - you 
can’t actually license them because they are 
exclusive to one brand or another, but we do 
listen to our community. It’s always been a big 
part of Forza Motorsport. 


Any plans for open wheel additions, obviously 
with Natacha [Gachnang, the ‘Face of Forza’] 
being involved? 


We aren't really talking about DLC right now 
and it’s not in the current game. 
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> Forza 3 continued 


by those with little more than a 
Casual interest in cars. As the ad 
says, Forza Motorsport 3 is not just 
about Point A to Point B. It’s an 
invitation. A red carpet welcome 
to what might just be the most 
detailed, most feature-packed, and 
(just possibly) best racing 
videogame ever made. If that 
doesn’t make you want to get 
behind the wheel, then we really 
don’t know what will. @ 


Hardcore stats nuts will 
relish the chance to 
check out the detailed 
telemetry during the 
postrace replays. 
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> Interview continued 
What's next for Forza as a franchise? 


Forza doesn’t evolve as much as it develops - we 
don’t ever step away from one thing. We just add an 
entirely new feature, so our idea of renovation Is that 
you don’t tear anything down; you rebuild. 


And what about the potential developments 
Natal could bring? 


Natal is instantly exciting for me and our team. 
While we have a passion for cars, most of us aren't 
even big racing gamers. We do like to see what the 
competition is into and see what the bar is but, you 
know, things like Batman: Arkham Asylum, Fallout 
3... we just love games. | had three characters 

that were level 60 in World of Warcraft 

and we got a guild in our team — we are 


“Events range from short circuit just huge gamers! 


The moment | saw Natal, | think — like 


races to epic endurance events every other gamer out there - | was like 


‘that’s cool, | want to play with that’. But as a 


—Forza 31s all things to all people visionary of a triple-A franchise, what got me 


most excited was looking at the way kids 
play with toy model cars. It’s just so pure and so 
natural. When | saw Natal | thought, ‘there’s so much 
potential’. This isn’t about racing, it's about a passion 
for cars. That’s what got me really excited; it's just 
an exciting technology. As for the next Forza and 
what have you, | need to take a holiday, I’ve got to 
take a break. My team will get together in a few 
months and start prototyping. 


Dan Greenawalt, 
Director, 
amu Forza Motorsport 3 
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Forza’s technical advisor talks about her role in making Forza 3 the most authentic racer ever 


Natacha Gachnang is an inspiration 
to many young female drivers, 
having made a name for herself 

in the world of Formula 2. We 
grabbed a few minutes at a recent 
PR event with the woman known as 
the ‘Face of Forza’, and discussed 
her role as technical adviser on 
the game. 


What was your exact 
involvement with Forza 3? 

They asked me to explain what | 
feel on the track when I’m racing to 
make the game more real, and so | 
went to Seattle to visit the team. It 
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was a great experience to see how 
they worked, and we had a chat 
about what they do and what | do 
and we tried to put that knowledge 
together to make the game as 
realistic as possible. 


But do you ever find the time or 
inclination to play games yourself? 
Yeah! You know, for me, it’s part of 
the training. It’s very important to 
play the game as preparation — it’s 

a good way to visualise the track 
before you go and it helps to improve 
your driving methods. It’s all part of 
the job! 


Did you enjoy working with the 
team at Turn 10? 

Yes. For me it was a great 
experience. They are professional 
people and they know exactly what 
they are doing. They taught me a lot 
of things, about their knowledge of 
cars, of gears and the technical side 
—| learned a lot from these people. 


Natacha advised on the handling for each 
car, as well as the feedback you get while 
driving - making each controller rumble feel 
that much more authentic. 


Obviously, you are from an 
open-wheel background. But in 
Forza they don’t have too many 
open-wheel cars in there. Did 
that affect your feedback at all? 
| think, in the end, it’s the same for 
each car. You feel the limit of the 
vehicle and try to do your best with 
what you've got. This is the same for 
all types of cars, really. 


So what kind of driving software 
do you use? Do you play many 
racing games at home? 

Well, I’ve just been given the [Xbox 
360 steering] wheel, but | haven't got 
the chair - | think I'd need a bigger 
apartment to fit everything in! But | 
think it’s great — you really get the 
feedback as if it was a real car. You 
are on your sofa playing a racing 
game, but you have a very good 
sensation that you are really driving. 
For me that is very useful. | am 
playing a lot of Forza 3 at the 
moment — there are 100 tracks, and 


a 


400 cars, so there is plenty for 
me to do! 


So is that the new Microsoft 
steering wheel that you're using? 
Yes, it is. | don’t know if you've tried 
the new one, but you have to try it, 
it’s really great. 


So with Forza’s array of 
customisation options, will 
you be designing any cars of 
your own? 

No! Well, maybe -| designed one 
car, but it wasn’t very nice! 


